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For the “Technology, Art and the Posthuman” conference in Rome | would 

like to show the MEDUSA cycle as in an artistic contribution in form of a per- 
formance in combination with a talk addressing the following question: How 
does the perception of the human body and the self change due to the prev- 
alence of computer-generated aesthetics in social media? 


Computer-generated aesthetics include all digital aesthetics of the artificial 
and are characterized by emphatically plastic-like to iconic-transcendent 
features. The Uncanny Valley effect shows itself to me in a new form in the cur- 
rent generation of selfies and images on social media: When the real physical 
(replica) image of the human being is increasingly aligned with digital aesthet- 
ics, the model is converted into an image and this in turn is transformed into a 
another image, i.e. the immitation imitates the immitation, which generates an 
uncanny feeling when looking at such images of the human body and face. 
Our current category of human is challenged by the over-artificialization of the 
appearance as an approximation to computer-generated images, puppets, 
mannequins, robots or androids and by the inhuman ideality of digital filters. 
Face filters offen change facial proportions so much that they cannot even be 
surgically implemented. 


As soon as the subject of our gaze perceives a subject who artificially deviates 
greatly from the usual external norms, the question arises as to whether we are 
still dealing with a human being. 


| call digital aesthetics the ‘Uncanny Valley of the human’ because it does not 
start from objects that have become incredibly human-like, but from people 
who have become objects. Using the example of female ideals of beauty, 
digital aesthetics are expressed in structureless skin, exaggerated childlike 
proportions, hypersexualization features (e.g. lips with above-average promi- 
nence) and an overemphasized fashionable bone structure. The approxima- 
tion of the feminine ideal to transcendent aesthetics, with overlong limbs and 
surreal wasp waists, is easily achieved with face and body modifying imaging 
software. Since images are unconsciously stored as reality and photographic 
images on social media are usually perceived as images of reality, the images 
have an effect on our real physical bodies: plastic cosmetic surgery is becom- 
ing more and more accepted and used by society. 


The relevance of this topic can be seen in the ever younger user base of social 
media. An increase in the social influence of digital aesthetics can be predict- 
ed. Children are already growing up with images of their modified face via 
face filters, which will necessarily have a significant impact on society's image 
of the human. The transcendental possibility of action in the self-understand- 
ing of the subject could continue to have a problematic effect on the social 
self-image through substitution with the object. Anyone who sees herself only 
as a subject and, in extreme cases, only moves through everyday life in this 
way, no longer sees herself as an autonomous subject, but as an object of 
vision. Self-objectification eliminates the ability of action. The object is passive 
to the subject and the subject is the gaze holder. Self-objectification becomes 
self-mutiliation in the service of the other. Though the term self-objectification 
is more correctly an objectification by the technical means of ubiquitious 
self-monitoring technologies, today mainly occuring in smartphones. 


Digital aesthization is generating a new image of the human, which changes 
the way we think about being human. With subverting agency of the subject 
by the lense-based transformation into the public serving object it further be- 
comes a collective act in the sense of the end of humanism. 


